Off SfftVMTF? CALL T-flOO-235-3 700 




Nintendo of America Inc, 

PO. So* 967, Redmond, WA 98073-0967 U.SA 


l^hN^DINjAFVJS! 



ENTERTAINMENT SYSTEM 


INSTRUCTION BOOKLET 



->7 v ,/i 71 

Bl yff^ir 

1 dr ^ *V JR yj. ,,.•** . 


■ i 

\j£M W< 

MmJ \ 

iiwM 


y: 

Iff • ■ • f£ /^I®h 

DljV IV 

W ’. ~-.L i wifi j* 

JF £at.-_ 

V'" J J 


k/Wi 

1 

KaK\ 


f P J ' .'. J ] 







WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO HARDWARE SYSTEM. GAME PAK Off dCCESSOflV 



This ojpcidt seal fsymur assurance that 
Nintendo has reviewed ffrrv product and 
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in w&ricmamhip, reliability and entertain¬ 
ment value. .Vviwy-f look for tin's seal when 
haying gomes and accessories So ensure 
complete compatibility with yow Nintendo 
product. 
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This Game l J is.k has. & battery backup function to record 1 he progi^-ss of 1 1 if game 

WARNING: Ihhc POWER switch is switched ON aml OT : F repeatedly, the 
accumulated contents may be deleted. Avoid turning the IhjV.b.R switch OF] 
unneccssjii'iLy (before saving the game) or data may be lost. See page 10 for 
dclaiU on how to save data. 
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CONTROLLER BUTTO HS/SASIC OPERATION 



+ Control Pad 


SELECT Button 


Y Button 


A Button 


L Button 


R Button 


STA 


RT Button 


— Q Button 


USE OP THE CONTROLLER - 


Offense 


USE OF THE CONTROLLER - 



+■ Control Pad 

Move your player 
Move Cursor (oei 
lilt: n,Us > 

S'.' Let:! dunk type 
(with U Button) 

SELECT Button 

Cali a Time-out 
Go to Couch's Screen 


START Button: 

Pauses game 

L Button 

Change play 

R Button 

Display current 
ulTense 

X Button 

Not used 


Y Button 

Not used 

A Button 

Pass the ball 
Enter selection ton 
mentis) 

B Button 

Shorn the bull 
Cancel seleeiion (on 
mentis) 




+ Control Pad 

Move your player 
Move Cursor (on 
menus i 

SELECT Button 

Go to Couch S Screen 

START Button 

Pauses game 


L Button 

Change defensive 
formation 

R button 

Display euneiH 

defense 

X Button 

Attempt to steal the. 
hall 


Y Button 

Change defender 

A Button 

Select the doses! 
defender between the 
baf I and basket 

B Button 

lump (to block shot) 


























THE ORIGINS OF BASKETBALL 


The year—1891, The place, —Springfield College, Springfield. 
Massachusetts. Dr. James Nai smith, rugby couch uL the school, was given 
two assignments in complete. First, he was to find or.invent a sport that 
athletes could play between football and baseball seasons. Second, he 
was to find a way to keep order in a class of competitive young men who 
were getting bored with the usual exercises and gymnastics. 

t le came up with the beginnings of a game that borrowed from rugby, 
soccer, water polo and other popular sports ol (he day. "ITie school janitor 
was asked to find some Imses to he used as goals, hut. unable lo Sind 
suitably sized boxes, lie suggested using peach crates instead, 
flasket ball's first game on record took place on December 21,1 891, 
between two teams of nine players each. As a former soccer player, lie 
incorporated rules and play techniques from that sport, and added a few 
new ideas. Hastily jotting dow n a dozen general rules, die first game of 
basketball was begun- 
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Minor competition started almost immediately, but basketball wasn’t 
taken seriously els el spurt until after (he end of World War I. By this time 
the game had changed considerably since Dr, Naismilb’s Original game. 
Dribbling bad become ihe standard method of offense by 1896. Double 
dribble was outlawed in 1898. hut dribblers were not allowed to shoot the 
hall until 1915. Backboards were added in 1895. In 1897 the number of 
players on a team was settled at five, alter experiments with seven and 
nine players proved to be unworkable. 

Gne hundred years have passed, and basketball has changed from a 
diversion to entertain bored students, to one of the most popular sports in 
lire world, ' earns from all across the L\S, now compete in one of the 
most exciting meetings in sports today. From its beginning as a student 
diversion* to today’s March Madness—basketball has come a long way. 
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TOURNAMENT PLAY 


March Madness 


San* O ptions 

On* Plfenir Ewhibitlvn 
Thd Pl*t)*|T (MhlbktiBFI 
+ 5t*r* k M*u S.e*san 
Contlnw m Si*d Gink 
Uiiu T«in 


Each March, sixty-four of the 
best college teams in the nation 
come together for a chance to win 
the NCAA Division I Champion- 
chip. Pull of hope and brimming 
with unbridled'enthusiasm, teams 
representing all geographical 
regions of the country will gather to 
captivate a national audience over 
the month of "March Madness”, 


If you select One Player Season at the Game Opiums screen, you will 
go into regular season piny. The game will keep track of your wins and 
tosses and tile standings of all the teams in your conference. 

Once you have completed 
regular season play, depending on 
your record, you may qualify for 
the NCAA Tournament, Tourna¬ 
ment play progresses in the same 
way it cities on (he road io the real 
Final Four. Your team starts list 
tournament at the sub-regional 
level. Survive the Regional:*, and 
you will enter the most prestigious 
tournament in college basketball— 

The Final Four 

: ..ii mm 
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The Final Four 


When this Screen appears, you will 
know that you have achieved a major 
accomplishment. Your reward in NCAA 
Basketball is twofold. You will now 
begin the Final Four pliate of She 
tournament with the chance to become 
the national champion. But. bed of all, 
your battery-backed game pak will now 
allow you to start any of the teams from 
tournament level of play’ 

Please note: If you overwrite tournament game data with an exhibition 
game, or a game before the tournament, the Start From Tournament 
option will be lost! 

The Final Four has come a long way since its inception in 1939. 

Patton Gym at Northwestern University in Evanston. Illinois was the site 
of the first NCAA Championship game. On the 1 7th of March, ihe 
Oregon Ducks, led by their tall front line nicknamed L Tbe Tall Firs”, met 
Ohio State in front of 5.000 enthusiastic fans. The Ducks led 21-16 at the 
half, then increased their lead in the second halfio lake the championship 
4ft-33. The championship trophy was broken during the game. Oregon's 
Bobby Anet crashed into the trophy table while going after a loose balk 
and broke the trophy. This was a bizarre beginning for what was later to 
become an American institution. 

It’s almost as difficult to get into Super NFS NCAA Basketball "s 
Final Four as it is to get into the real one. You must be in Season Flay 
mode to be considered for Tournament com petition. Season Play mode 
w ill start you on a regular season, playing two games against each team 
in your conference. Just as in She real contest, it is possible to do weft in 
regular season play and : : iiill noi be chosen to play in the Tournament. You 
must del eat the tough teams, playing hand and showing a high level of 
fair play and competitive spirit. It’s not enough to just play well — you 
have to meet the demanding standards of NCAA competition. 





















GETTING STARTED 


After rlie L atle screen. the Gome Opti&itis 
screen will appear. Move [lie cursor with the 
-+- Control Tat! and cuter your selections with 
the A button. 


E jjW Butinas 

+ f PMi 

ThV PlBUir r XTllb-l tlrDfl 
S*»irt- a. ti*u 
Hwitfenin m 5 nwd Bmb 
IISD-H T *- ■ H StBtlKlICE 


The eheiees are: 


One Player 
Exhibition 

One playBr plays a single flame against tUe 
M^nputer- The player picks his opponent. 

TVjq Player 
Exhibition 

Tw& Players no heact-tc-uead in a single exhibition 
game. 

One Player 

Sen v<?n 

Enters the player into the beginning OF ii season Ol 
conference pltiy. You must p!ay In this mode lo be 
eligible for entry into the Final Four. 

Continue a 

Saved Game 

Use thas Option So continue a previously saved 
game, or season (See page 10) 

Team 

StoHsti'cs 

This beta the player check the statistics for each 
team beiOrC beginning play. 


SAVED GAMES 


lb save any game in progress or 
your game find conference standings 
in ti^e One PlayerSeason mode, 
select the Save Game option m (lie 
Coach "s Screen with the + Control 
Pad and then press the A button, 
When the Save current game screen 
appears,, use the + Control Pad to 
select the save -slot you want your 
game saved to. Because there are only four slots available, you may have 
to overwrite one of the current slots (the old data will be lost) or select 
the Don's Save option, (See page ! f? for continuing a saved game,) 


BUISU** 

Coach's Screen 


— LLDLK IT. 1IDrrt'» - 

Ch*n T i rii.jn i 
Hih Qpt;ianv 


t K k Lo th> b>H. 

TlH* DiitS 4 
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SELECTING YOUR TEAM 


1 


Once you select the mode of play, the 
conference screen will appear. Use the 
+ Control Pud to move ihe cursor to the 
con ference o I your choice and make your 
selection with the A button. (See pages 23 and 
23 l or names of the conferences and the teams 
represented by each,) 

As you change 
conferences the 

smaller logos below the conference logos will 
change to show the teams represented by that 
conference. Select your team by moving the 
cursor to tire team you want and enter your 
selection by pressing the A button, tSee pages 
22 and 23 if you’re not sure which logo 
belongs to which school.) 





In the season mode, after you 
have selected your team, the team 
rosier will tie displayed- On this 
screen, the. five strongest players 
will be placed in the first five 
slots at their appropriate posi¬ 
tions, Make sure ro look at die 
statistics of she players on the 
bench by scrolling the cursor 
down with the + Control Pad. 
This will allow you to make a noie of the strengths and weaknesses of 
each of your players. If you are playing in (he exhibition mode, you ean 
sec this infonnatior by using the View Team Statistics option on the 
Game Options menu. You can look al your team roster during a game 
from the Coach S Screen. ( See page 16. ) 




















































TONIGHT’S STARTING MATCHUP 


I 


h 


The action begins! When you ex.it from the 
Game Options screen, [he Tonight's 
Matchup screen will appear, showing the 
stimuli! lineups for your learn heicI your 
opponenfs learn. Press the A button to start 
the game. YouII go right into the lip-off and 
(he referee will toss the ball up in the air 
between the two opposing centers. Use your B button to lip die hall to 
one of your players. If you tip the hull to one of your teammates. the 
camera will spin ro show the basket you should move toward on offense, 
If you lose the tip -off. your team goes on defense. 



READING THE SCOREBOARD 


Current Period 


- Shot Clock 



Team 


Position 


Team 1 


Number of Fouls 
Home Team 


Number of Foul i- 
VisitlngTeam 


Store 

Home Visitors 


fouls m.i» scont shot remi 


0 1 6-16 45 2 


Position 


Current Player- 
Home Team 


Current Player- 
Visiting Team 


Time Remaining 
in the period 


On offense, the current player is the player in possession of the bull. On 
defense the current player will appear with an arrow over his head-This is the 
player you are controlling, See Offense c£ Offense: Using the Ccmfivller on 
the following page for instructions on changing lire current player. 
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OFFENSE AND DEFENSE 


Using the Controller - 


Offense 


Change 
offensive play 


r 

Move your player 
Move the cursor 
Select dunk type 
(with B button) 


Not used - 



Coll a time 
out or go to 
Coach's Scr&Brt 


Pause 


Using the Controller - 

Select defensive - 


plays 


n 


Defense 


Change 

defenders 


Move 


your player 


l f 




Go to CoacjVs- 
Screen 


Display current 
offensive play 


Pass the ball 
Shoot the ba ll 


Pauses 

game 



Show current 
defense 


Attempt to steal 

Select the closest 
defender between 
ball and basket 


Jump (to block shot} 


Selecting Plays 


The player can select or view the offensive or 
defensive plays by using me I and R buttons ori 
the controller (Sec die diagram above). When the 
R button is pressed the team logo will be replaced 
with a diagram of the play currently being used. 
Change plays by pressing the 1 - button. Each push 
of the L button will advance the play choice. Plays 
canal -50 be charged from the Vim Offense and 
View Defenses screens, (See page 17 or 24 and 250 















































SHOOTING 


Shooting 

To shoot li jump shot, press the B button. Then, at the top of your 
jump, release the burton and your player will shoot. 


3-Point Shots 

The 3-point line is drawn in a semicircle 19 feet 9 inches from the 
behind die basket. Baskets made from behind this line count for three 
points. 


Dunk Shots 

S he B button in combination 
with the + Control Pud w-itl allow 
the player |o select different 
kinds of dunk shuts when you’re 
close enough eo the hasfcei. 




Combinations 

Shat 

B iii/Kan onty (standing 
under (tie iiastefj 

Two-handed Dunk 

(Dawn) and B button 

Reverse Slam 

(Lent and B uu tron 

Hang-time Dunk 

(Right) and B button 

Tum-aiOund Shift 

(Up} and B button 

Gne-handsd Sky Dunk 

T 


PASSING 




to pass. 


B 

Center 

Guard 

’fT 

Power Forward 

© 

Point Guard 

A 

Forward 


When your team is on offense, you will get 
information about your teammates just by 
looking at them. A symbol will appear over a 
teammate>i head that will tell you his position 
and how safe it is to pass to him. 

Inside the symbol wi ll, be that player’s 
position { See left). The color of the symbol can 
be green, yellow or red, If it’s safe to pass, the 
symbol will be green. A yellow symbol means 
that the player is being guarded and is only 
partly open. A red symbol means that the player 
you're looking at is being guarded closely and 
is not a good choice to pass in. 

Keep in mind that itr condition indication on 
die symbol updates- constantly. If you pass to a 
player whose symbol is red, Eilat player may hreak 
free by the time the ball gels to him. On the other 
hand, a player wl ose symbol is green might i lick 
up a defender alter ilte ball is pasted to him. If tliis 
happens, he i light luit lx 1 open by the lime [he ball 
gets to hirn. Just like in real basketball, die 
conditions change constantly, and a good player 
keeps his eyes and his options open. 






























THE COACH’S SCREEN 



The Coach's Screen n accessible by 
pushing the SELECT button any lime you are 
in possession of (he ball, when the opposing 
team is at the tree throw I hie. or when (be 
opposing learn is about to inbound the bah. 
You cm control some play options of your 
team through the Coach** Screen. 


You can pause the game and go to the Couch Screen by pressing the 
SELECbutton. You will call a time out by pressing the SELEC f button 
when you rue in possession of the ball and inbounds. Culling a time out 
will rest your players, bur going to the Coach T Screen without catling a 
time out will not. 


Coach's Screen Options 
Cali Time Out 

Calling a time out will give your players a chance to rest. Each team is 
allotted five timeouts per half. You will he allowed one additional time 
out per overtime period. 


View 


View Came Stats 


I Duke 

I BTue Devils 

C-urrtnt 


12 

14 

22 


l V 

c ss 

& Z3 
F 35 
Z 53 


ft-n-n n*y 
S fc-o n n 
L ui tain 
Uhilniiy 
F.Li-Jqht 2 

K ij-ch *ff 2 
S* Ivka 9 

llfltcolt 9 
PrcitHm 49 
SomfQFr =0 
Suanfan O 
Turltii B 


J£SJS, S*fc !f. _.SS»SLV * 


i H MM 

l % R 


2 Mot 

a «ot 


Fr 

Ho t 

Ft'iBh 

Fruh 

p"* 1 ' 

£::e 

Fr u»h 


Selecting View Came Stats will 
show you the status of the players 
on your team. This information 
includes points, rebounds, 
personal fouls, and current 
phy sical condition (Fresh, Hot 
"Tired, Weak or DQ), This informa¬ 
tion will help you keep track of the 
condition of your players and 
make effective use of your roster. 
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View Season Stats 

7'his function shows the game averages for each player. Scroll the red 
cursor down with the 4 Control Pad to see Lhe stats for each player on the 
roster. The game averages will not be updated until you have completed 
the game yon are currently playing. In exhibition mode, this is (he same 
as the View Came Sam screen. 

View Last Season’s Stats 

This will show you the team’s record for the last season, and the game 
averages tor each player. Scroll {be red cursor down with the + Control 
Fad (o see the stats for each player on the roster. 

View Defenses and View Offenses 

These functions show the offensive and defensive plays. (See Pages 
24 and 25,) You can also select your plays from this screen, Select your 
play with the + Control Pad, then press the A button to select it. 

Change Players 

Allows you to substitute players when they tire, or foul out. Highlight 
the player you want taken out using the + Control Pad, then press the A 
button. Use the + Control Fad to select (lie player you want to put in and 
pre'-s lhe A button. To cancel your selection, without making a substitu¬ 
tion, press the B button. 


Team Options 




i SiviVcS frr fender ort PSFS 

AlUomstlcsIly switehns ihn p.aycr pj ars; cooko! -ip la ttiu 
dOha'-dor bfrtvvhpr> Ibn bafl and the bnskol .iltitr each pass. 

t?r?n 't Swjfcti OFl PaSF 

ThBdtotertdSf -ftUli criftngsi unisss you msmjynycbanga it with 
either the A Of V buLlC'iii. 

Pasture a A 

Defcn-iiinq guards w 011= diiwii •■jcWI vUiier'i Use OppO^ir^fi teflim 

S Snots. 

DWI Fnsrfcra-tf-fc 

The QiiAF&i Viill ctafencl as usual until a basket is scored or you pair 
eontrol of We tjsn 

CrasJr tltc Boards 

On efFense, ar ut the oimnalye playwa wUl go tortta mbpmd onte 
a shat is Uih1 ■ 

OfirtT Cr*fh (J-ht Bexni* 

When Iho bail is shd, same players wi tsv« dii-v" (SCtlrt k 
dal end. 




















Continue a Saved Game 

The Continue a Saved Game 
tealure Witt restart a saved game or 
allow you lo tonlinne your progress 
in Lire One Fk/yo Season mode. After 
selecting; Continue a Saved Game, Ihe 
Choastru Game in Resiare menu will 
appear. Move the cursor So site game 
you wish to restore* and press the A 
button to begirt 

Saving Conference Standing 

At the end of each game in the One Flayer Season mode, you will 
first see she final stats for your team and your opponent, After you have 
viewed the statistics, the Smre current game screen will appear. Follow 
the stunt 1 procedure for saving your game us you would from the Coach’s 
Screen . After you have chosen u slot to save your game in, or die Don's ■ 
Save option, you will see the current conference standings Press she A 
button again lo continue with she next game on your schedule. 

Continuing (restoring} a saved game 

To restore a saved game, select tluz Continue a Saved Game option 
from the Game Options menu, illicit press live A button. When the menu 
appears, select which of your saved games to restore with the + Control 
E’ad, then press the A button. You will be shown the current conference 
standings, then Tonight's Matchup. If the game you chose to restore' was 
in progress when you saved, you will resume from where YOU saved. 



lcp rtitir* 

iSSt* 


[qnFHrinci fOmji 

Hick -9 




Gufca 

ttmeord O’-*) 
C6Bf«r*ntt Play U««h n 


FREE THROWS 


When a player is 
fouled in the act of 
shooting, tlie fouled 
player goes to the free 
throw lino for two free 
throws. If die player is 
fouled while shooting 
from beyond the three 
point line, that player 
will be aw arded three 
free throws. The 
penalty for other 
personal fouls varies. 

If the opposing team has accumulated less than seven fouls in the half, 
your team will take possession of the ball out-of-bounds. Once your 
opponents have seven or more fouls* the fouled player goes to the line to 
shoot one-and-one. This means that if the shooter nialccs the first free 
throw he shoots u second one. 11 lie misses tire first shot, the ball goes 
immediately into play. If the opposing leant has 10 or more fouls in a 
half, the penalty for.all personal fouls goes to two free throws. 

After your p layer dribbles the ball a few times and gets set, you will 
sec an. arrow begin going back and forth over the basket* The speed of the 
arrow depends on the player s free throw statistics the better he is at 
free throws, the slower the arrow goes. You'll have to time your shot so 
that the arrow points w tlun die rim to make the basket. 





















FOULS AND PENALTIES 


Five Second Violation 

When inboutidtng the ball after a basket or a foul, the offensive team 
has five seconds to throw the hail in. If you tail to inbound the ha 13 within 
those five seconds, yon will be charged with a five-second violation, and 
your team wilt Jose possession of the ball. 

Three Second Violation 

An offensive player can spend no more than three seconds in the key 
(the painted area under the basket). Standing in the key for more than 
three seconds is a violation* and your team will lose possession of the ball. 

Ten Second Violation 

fire offensive team must gel Lite ball past (he center cot]it lioe within 
ten seconds from the time the hall is inhounded. Failure to cross the line in 
time is a violation resulting in a loss of possession for the offensive leant. 

Backcourt Violation 

Once an inbound ball lias been brought across the center line* it 
cannot be taken hack across the line by an offensive player without 
incurring a violation. A backcourt violation will result in a loss of 
possession for the offensive team. 

Offensive Foul {Charging) 

An offensive foul occurs when an offensive player runs into a 
defensive player who is "’set 11 . A player who is "set ” has both feel on the 
floor and is fating the player with the ball- 
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Defensive Foul 

Defensive Fouls include blocking the player in possession of the ball, 
physical contact with the shooter, or luffing the balI -handler while 
attempting to steal. 

Traveling 

A player will be called for traveling if he leaves the ground to attempt 
a shot and lards without releasing the ball. A traveling violation wilI cost 
your team possession of the ball. 

Shot Clock Violation 

The offensive team has 45 seconds, starling when the ball is inbound, 
to take a shot at tire basket. The ball must leave the player's hands before 
the shot-clock buzzer sounds, and the ball must then hit the basket rim or 
go through the basket to reset the dock. The shot clock will keep running 
if the shot is blocked and is recovered by the offensive learn, 

Disqual if icatio n 

When any player commits more than five personal fouls lie will be 
disqualified from the game. Any player who has fouled oat is ineligible 
to return to the game and his status will change to IH’J. 

Forfeit 

If too many of your players become 
disqualified due to fouling ouL. your 
team w ill be forced lo forfeit the game. 

The score for a forfeit will be recorded 
in the record books as a 0-2 loss for the 
forfeiting team. 












THE CONFERENCES 


1 

We have secured the rights to many, hut unfortunately riot aSI of Ihe 
conferences in the NCAA Division I. We apologize if your favorite 
conference or team is not included ira the game, Please make your choice 
of teams from following list of fine schools. 


BYE Week 

Because the SWCand the Big East Conferences 
have an odd number of teams in. their respective 
conferences, sometime during the season a "BYE 
Week" will occur in which you will not play a game. 




Boston College Eagles 
University of Connecticut Huskies 
Georgetown University Hoyas 
University of IHttshtu^t Panthers 
Providence College Friars 


,Si. John, s University Redmcn 
Setoh Hall University Pirates 
Syracuse University Orangemen 
ViLlanova University Wildcats 



University of Colorado Golden Buffaloes 
low a State University Cyclones 
University of Kansas Jayhswks, 

Kansas Slate University Wildcats 


University of Missouri Tiger?: 
University of Nebraska CornliusketS 
University of Oklahoma Sooner 
f )k I shorn a State l .niversi Ly Cowboy s 
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Clawson University Tigers 
Duke University Blue Devils 
Georg is Tech Yel Low i ac ke i-■ 

[ J n i versity of Mary I and Tcit:l pin-, 


University of North Carolina Tar i feels 
North Caroline Srnce University WoJfpjK k 
University of Virginia Cavaliers 
Wake Forest University Demon Deacons 



University of Alabama Crimson Tide 
Auburn l nivcisity Tigers 
University of Florida Gators 
Univcrsily of ( ioorgia Bulldogs 
University of Kentucky Wildcats 


L.ouisuma Stale University Fighting T lv:-, 
University of Mississippi Rebels 
Mississippi State University Bulldogs 
University of Tennessee Volunteers 
Vanderbilt University Commodores 



University of Arkansas Kiuorlracks 
Baylor University Beilis 
I niveraiity of Hmjslon Cougars 
Rice University Owls 
Southern Methodist University Mustangs 


Uni vrrsity of I exas, Austin, La Bighorns 
Texas A & M University Aggies 
Itexas Christian L Jmve rsil y Homed Frogs 
Texas Tech University Red Raiders 
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PLAYBOOK 


Offensive Plays 



The Give 3 mf Go Offense lakes iis name fmm a series of 
moves and passes in quick succession, Generally the ball 
holder passes to another player, then screens. bui there are 
many types of lays that arc cal led Give and Go 


The Stack Offense is a good tool aguLitvd the M&n m Man 
Defense. This offense pulls the defensive players to one side, 
opening the other sick of the court. 




The Spread Offense seaiieis your players to lhc far 
comers of die court. By positioning them lor apart. it wears 
out The defense quickly, but steals are also more common. 

I Ins offense is often used lo slow down [he jzame when your 
team ?s ahead. 


The Double Low Offense can be used top real effect hy a 
team thill has iwo tail, among players. I he outside men Cry CO 
maneuver (he ball to the stump center and power forward. 1 his 
also places your Lullesl players in the best rebound positions. 




L'fu High-Low Offense is u simple, easily-feumcd offense 
that presents a natural setup against zone defenses. It"s a good 
offense io use when your men arc sired, since ii isn'i 
necessary for the offensive players to ix; in coastal'll mol ion. 


Varieties of the 2-3 Set Offense ate effective in different 
situations- It taiEk be used if you have ihrcc tall men who arc 
Ii0i paitioilaily fast nr agile. Is may also lx used effectively by a 
learn Ihal ha.s throe quick players dial arc not particularly lull. 




Particularly effective against a Man r & Man Defense, the 1 -4 
Set Offense nilcvnpi.s to draw all of the defensive players 
away tram the basket. If a player manages to gel open, the 
path is open to the hoop. 
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Defensive Plays 



Designed to prevent dose-in shoes, and pressure outside sd 
shooters, the 2-3 Zone Defense is strong in the bosket 
area. This defense puts players in a good rebound position, 
bat is weak neat Lhc foul line area and can be can he 
overloaded by quick ball movement 


The 1-3-1 Defense is effective in -strengthening the foul 
line area. It also gives good coverage to the baseline area and 
forces the offense to -dull out of ctanfonable patterns, but ]s 
weak in rebounding. 



1 - 2-2 gsse Eefgng.c 


\m 


The 1-2-2 Zone Defense usvers the pcnpheral area well, 
bui leaves rh-.' key almost undefended. A good defense, against 
a team with very strong guards but an unimpressi ve center. 
Running this is easy on llie defensive players. 


The Triangle and 2 Defense, like the Diamond and 1 
Defense, focu-sc* attention on ilie very strong players This 
protects part of she eotul with a zone defense, leaving two 
players open tocover fee opposition's star playeis, 




Ttie Diamond and 1 Defense, also known .is the Hox 
end l Defense, is strong against a team ill at lias one 
particularly strong player. Primarily, tlii.s is n four-man zone 
defense, with dve fifth player guarding the opposing teamV 
Mar player num-lg-man. 


IV assigned Man-iq-Man Defense is the mostcom¬ 
monly jLsc-il defense in lhc basketball Li;imKach defensive 
player guards bis assigned offensive player. Its advantage is 
that il allows lor flexibility and eI i-. highly adaptable, Its 
disadvantage is Iliac it is very physically taxing on ihe players. 




'] ne Pressure Defense, known as die Press, is a. highly 
aggressive defense dial is most often used lute in the game 
when your team is behind- If done well ii will cause 
turnovers. Its di sad van luges are thal it tires your learn quick I v 
and increases lhc chance of fouls. 
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Stay cl to the hull carrier when mi defense. Try u> 
.stL-ni lie bull iLs s£h>u a-s they inbound the ML 




l rin Uprirn 


On ihe Vciy first dead ball, make sure to gn llh the 
Coach's Screen and thiiUge youi 'fain i Options 10 the 
□neS you like. 


.j! | he dlfteieni defenses insiefe anti Out. :.m lI 

i£ch depend ioetm the garni s ii unBon. A 


Make sure lo review • <mj* tttim nosier nmd liKik for player^ 10 
substitute in tor special siUiaLmits. YttUC tWNi lltroe point 
shooter* may be sitting on (tic bench! 


L earn hoy. 1 thc_d iftcreni 
offenses wOrk iistd use- your 
wan i mates to your iuh :inirtgp. 


By aggressively goinp after rebouLi 

■you-vuo liutld a I'ut: k,ul, 


Han to 

■Itarr DEfattse 
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WARRANTY AND SERVICE INFORMATION 
SO-DAY LIMITED WARRANTY 

HARD WAKE r. ACCTSSOSIKS, I JAM Is FAKS <■'PRODUCT"! 1 
■ HARDWARE ONLY: TO EXPEDITE AUTHORIZATION Ol- ANY ftfrQULflED WAftRANH 
WORK. WE RECOMMEND THAT YOU COMPLETE! AND RETURN YOUR WARRANTY 
CARD WITHIN K» DAYS OF PljRCHASi! (OR RECtiUT AS A GJF1 

9D-DAY LIMITED WARRANTY 

Nintendo of America, tnc. ("NiTiJSLrKki") wauaiHf- tffl ife pdgfctsfl jHjrcIttWT ihnMhi? product syhull be 
free Frtmmie I'ocls in in.il.nul Staid WOriCfflUUhip for a period <rf' TO d 11 yr Iwm Ifio dale of purchase. I I s 
lielucl covered tty Ibiirc wanranty occurs during this- iWM5ny warmnty period.. Nintendo will repair er 
i l piLhu ’iRHiuti nr comportetiL pan, an irt <=juiiui. free offlt»rge, 

WARRANTY SCRVICE OR 

REPAIRJ&ERV1CE AFTER EXPIRATION OF WARRANTY 

i ii receive ibfc wsminly service nr ter wceivi: unvice illcr v-juianiy cxpiraiton: 

1. DO NOT return vniiT product In Ihu retailer 

2. Plu.isc CJ.II Hie NINTENDO WORLD CLASS SERVICE' Center CrHiatmer Assistflnce I l«lnw si 
i-W;fl T5S 3TiKi. Our hnun afcpcruLiuit me bdihi 4:00 am 50 M Anight, Pacific Time Monday 
tl:.KHjy.S Saiuruiy. and llurti C tBuiii L0 TdOflpm, PUcKl? TisiW Sundays (lime* subject In channel, 
inhu Nintendo Service ftepLCseuiatiyc If unaMc ro wfeeihe problem rwer the rettphnn*:, ynu will 
:sl rckrrtd Lrt [lie ucattrt NINTENDO WORLD Cl ASS SERVICE' Center lurjh-frtnpl, 
jiruttfciisMat WJrfttltl'y fsfrvkc-tSf repair md repfateOTk-rtf components Y« may aEtrrt-k-r Loyotu 
yellow putci directory undci ilus lie. Lrn :>f VSiRkjG_ unus Survkvib lii'|Mii. f*r ihc nearest 

iiX i'iljon To *.a bp, lhc needs cfflBrcpBlflmew. Nintendo u i:i :i:la-.i: -- a prrrfusui<^Miul itetu-d-lk i)l 
Al THORIZED NINTENDO WORLD CLASS SERVICE* Ccinccs loaned in manor irscinpoii- 
ran arrata and also effer* c*p«w* Katuiey aerviev. la 'Oi:ie iitHancc* Li nwy be neee-swwy to ¥hip ihw 
eorp .-u- pechlik-r, ERFlCtfT PREPAID AND INSURED FOR t.OSS OR DAMAGE to Ihc 
ne.i w-'i service local inn 

Tills warranty ■■hiall nOl apply if ill* ptfOdUCl lUS been dniiUJcd by neptijlWK'e.mreiderrl . uareuacuiubk- 
iuui,«MMamlal nne. mwllflnuon. ujnpeiiiig, or by c*lh«rc«VKs uiirvkrud to ik'kcLivu maiLiiab or 
■•■.sirkman- ' iip. Hu, waMUItj -Jlidl IlOtappb if «iy Jimitiie; asriiil number i.as been altered, defend. 

OT IL'IlllJVl-'d. 

WARRANTY LIMITATIONS 

aky a PPL i c able implied warrantees, including warkas ties of merchant¬ 
ability AND FITNESS FOR A PARTICULAR PURPOSE, Afc'L HEREBY LIMITED TO 
MM I'Y DAYS FROM IIEi D ATT! OF PURCHASE AND ARE SUBJECT TO THE CONDI¬ 
TIONS SETFORTIJ K&RQ1N- fN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CON'StjQUKNTIAI..H« ENCtDES I AL DAMAGES RESULTING FRCiYl TUI! BREACH OF 
EXPRESS OR IMPLIED W Aft RAN I ItS 

He ptxivi is Ol Ihia wamdlty arc valid hi the United Suite* arnd r.-n.:d:i wily. Sunk- HalKi/ 
provinces, dq rlul allow liimi^liOlLv an Show long Ml implfwi ivarriinly (p*lx ixr exclu'S imi (if 

«iividcunl dauieges, to tbeabewe JimiiDtion.* nwy ant apply in ymu. ITiia .jmiminy 
ygivss you epcdflb legal rigttTfl.and yw may have other rinfibc wtiklivniy hcLwucn Kiaic^jituviiK-i L 













